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Tir aux pigeons 




Instructions for use 



The encircled figures In the 
text refer to the Illustrations 
on tt>e back cover. 



When you use a Videogame 
cornputer with built-in black and 
white monitor you Should sal 
the contrast control at 
position?. 

CLAY PIGEON 

An action genie lor one or more 
persons. 

This time we take you oul inio 
Ihe countryside to do some clay 
pigeon shooting. A lasdnaling 
spon iTiat requires a keen eye 
and godd reflexes as you will 
soon dscover. Specially since 
this cartridge has a lew 
surprises in store lor you ' 

First press I ■^^^. I RESET 



Next press |_ 



9 There's your marksman, his 
dout)le t>arrel gun loaded and 
ready tor action, wailir>g lor the 
flist clay pigeon to be laur>ched. 

^ The actual launcher is hid- 
den behind a small structure to 
keep il Irom being hit acci- 
dentally. 

^CXiring each round 10 day 
pigeoru are laurv:hed. The 
counter tells you how many 
more there are to be expected 
during Itie current round. 



9 ^^B corrpuler keeps track ol 
the number ot hits you have 
scored. 

Shooting 



To shoot you have to take aim 
lirsl. You can aim Ihe gun with 
the Joystick of the lett hand 
control, 

- To raise tf>e gun, push the 
Joystick forward. 

- To aim lower, pull the Joystick 
towards you. 

-^Press the action button to 
fire. Press very briefly to fire 
one shot only, keep the button 
down to tire both barrels in 
rapid succession. 



Reloading 



After firing two shots you will 
have to reload. Vou may also 
reload After firing only one shot 
ol course, il you like. 

To reload the gun, move it all 
the way down until it 
- breaks •. When it doses 
again, automatically it is 
reloaded artd reedy tor action. 



Unexpected hazards 



H you expect to do some quiet 
shooting, you are mistaken ! 
Vou will be conlio'^ed with a 
few rather unexpected hazards: 

Ducks 1 

^ While you are corx:entrating 
on the next day pigeon to be 
launched, a flight ol ducks may 
suddenly come over. That's a 
nuisatv^e of course. What 
makes il worse yet is that those 
ducks make it a hatiil to drop 
their excrements exactly where 
your man is Standing ! You may 
try and shool Itiem down and 
itie officios will even allow 
points lor thai. You have to 
keep in rnind however that you 
only have two shells available t 

When the marttsman is hit by 
one of those droppings, he is 
visibly upset to the point where 
tie is incapable to fire a Well- 
aimed shot tor a short while at 
least I 

Vou may also try and evade the 
dnDppings ... 

A stumbling block 



9 ^<aN in 'ront ot your 
mari(sman you see a grey 
piece of rock. Be careful when 
you want to move him past that 
spot, wtien he is still looking up 
(v^en his gun is in upward 
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position), he will stumble over 
tne block and lall. So you lirst 
have to move his gun in 
neutral, horizontal position. 

You move the marteman with 
the joysttck, both lorward and 
backward. II he does fall, 
simply release tt>e joystick an<] 
he will stand up again, you do 
lose valuable time however and 
expose yoursell to danger I 

The big black bird I 

^ Beware of the big black bird I 
When i1 comes, you will hear a 
tiigh pitched waming sound I 
ti's vicious and will attack Ihe 
marksman and carry him oft 
when rt gels a charvce. You 
may try and escape by oinning 
away when the bird makes its 
dive. You can also try and 
shoot it down, which means 
that you will scone 25 points I 
Make sure however that you 
have both ban-els loaded and 
make both shots count 1 One 
shot is noi enough to biing it 
down, on the contrary, M will 
make the bird mad and il will 
anack you. II takes two shots lo 
kill the bird. 

The clay pigeons 



After some practice and without 
interference from flying ducks 
etc., you will find that it isnl all 
that difficull to hit those day 
pigeons, even tfKXjgh il does 



lake some e>ipeneoce. You 
have to watch out however 
because ittey n^ke il a habit to 
land on Ihe very spot where 
your marlcsman is standing. II 
he gets hit, you can see that il 
hurts and he is in tact unable to 
aim properly lor a while I 

Instinctively however he has 
reloaded his gun again Which 
means thai he is ready to 
immediaiefy resume action as 
soon as he calrrs down again. 

Scoring points 



■ 10 panis (Of every day 
pigeon you hit. 

■ 10 points (or every duck you 
hit. 

■ 25 points when you bring 
down one ot those big black 
binjsl 

Bonus rounds 



You othviously have to try and 
score as many points as you 
can by hitting day pigeons, 
ducks and possibly some of 
those big Wack birds too. The 
time however is lifriled. When 
the 10th bird has been 
launched, the round is over 
unless ... . you have managed 
to hit at least 8 ot the 10 day 
pigeons 

in ttiat case you gel another 
bonus rourK) 1 



The end ot s game 



9 Each game ends by the 
marksnun being grabbed and 
earned off by th« big black bird. 
This may happen anytime 
When the bird attacks. H you 
manage to evade him or, bener 
yel, shoot him down, the big 
black bird will appear again 
when your martaman is 
defenseless. 

When he (ails to score eIgN 
hits Within one rounds he 
exposes himself as a rather 
poor sportsman and throws his 
gun on the ground and kicks il 
violenBy . . That's when the bird 
comes in again 1 



Next game 



Ihe nexl rourxl win start almost 
immediately. When playing 
against someone else, harx) 
the hand control to him or her. 

^ The highest score in a 
series will be registered 
automatically by the conpi/ter. 
You can key in the name of the 
high scoring player (maxirnum 
6 characters). Press the 
SPACE key lo remove 
remaining gueSDon marlcs. The 
name will stay there until It has 
been surpassed. 

Have fun and good shooting I 
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